FIG.l 




>i"!!!r 



•BONUS! 



30 

BONUS! 



, /// 



30 

•BONUS! 



16 22 24 26 








t=t= 


=3 



14 




.1 llllillllllll.. 



. . ■ 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 



36 



FIG. 2 



4.0 



I 

.J.. 



42 



1U 



44-^! 




SO- 



BS 



12,14 



RAM 












ROM 












MICRO- 
PROCESSOR 



VIDEO 
CONTROLLER 



INPUT 
DEVICES 



Lf 



VIDEO 
MONITOR 



SPEAKERS 



Vouch screen 
controller 



TOUCH SCREEN 




48 
46 



£ 



32 



r 



54 



A 



B 



r 58 



C 



52 



KEEP 



^60 
YOU 



DO YOU WANT TO KEEP WHAT YOU HAVE OR TRADE IT FOR A, 

B, ORC? 



FIG. 3 
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BONUS ROUND 
TRIGGERING EVENT 




RANDOMLY CHOOSE ONE 

OF THREE INITIATOR 
GAMES FOR THE PLAYER 



I 
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CHOOSE GAME 1: 
ENABLE PLAYER TO 
SELECT ANY THREE 
OF 6 ITEMS, PLAYER 

AUTOMATICALLY 
WINS THE VALUES OF 
THE ITEMS AND IF AN 
ITEM HAS A STAR ON 

IT, PLAYER 
ADVANCES TO NEXT 
DEAL 
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CHOOSE GAME 2: 
ENABLE PLAYER TO 
PICK 2 OF 6 ITEMS; IF 
SUM OF 2 PICKS > 
PREDETERMINED 
THRESHOLD, PLAYER 
PROCEEDS 



BONUS ENDS 
AND PLAYER 

WINS 
CONSOLATION 
FROM CHOSEN 
GAME 
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CHOOSE GAME 3: 
ENABLE PLAYER TO 
PICK 3 OF 6, IF SUM OF 
CHOSEN 3 EXCEEDS 
SUM OF REMAINING 
CHOICES PLAYER 
PROCEEDS 




PLAYER WINS INITIATOR GAME 
AND ADVANCES TO AWARD 
EXCHANGE SEQUENCE WITH 

AWARD FROM INITIATOR GAME 




FIG. 5 - INITIATOR SEQUENCE 



PLAYER HAS A CURRENT AWARD FROM THE INITIATOR GAME; PLAYER IS 
PREFERABLY TOLD THAT ULTIMATE AWARD EXISTS, SELECT TWO 
VALUES FROM THE APPROPRIATE AWARD UPGRADE RANGE ROW AND 
RANDOMLY ASSIGN EACH VALUE TO ONE OF SYMBOLS A, B, OR C; 
ASSIGN APPROPRIATE CONSOLATION AWARD TO THE REMAINING 
SYMBOL FROM A, B, OR C. 



DISPLAY CURRENT AWARD TO THE PLAYER; INSTRUCT THE PLAYER 
THAT THE PLAYER CAN KEEP THE CURRENT AWARD OR EXCHANGE IT 
FOR WHAT IS ASSOCIATED WITH SYMBOL A, B OR C. 



PLAYER WINS THE AWARD 
UPGRADE WHICH IS NOW SET TO 
BE THE NEW CURRENT AWARD; 
SELECT TWO VALUES FROM THE 

NEXT APPROPRIATE AWARD 
UPGRADE RANGE COLUMN AND 
RANDOMLY ASSIGN EACH VALUE 
TO ONE OF CHOICE A, B OR C; 

ASSIGN APPROPRIATE 
CONSOLATION AWARD FROM 
NEXT COLUMN AND ASSIGN TO 
THE REMAINING CHOICE FROM A, 
BORC. 
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BONUS ENDS AND 
PLAYER KEEPS THE 
CURRENT AWARDS; 
REVEAL 
UNSELECTED 
AWARD 
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ENABLE PLAYER TO SELECT 
ONE OF THE HIDDEN AWARDS 
ASSOCIATED WITH A SYMBOL 
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INVOKE TEASE SEQUENCE 
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RETURN FROM TEASE 
SEQUENCE OF FIG. 7 
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(BONUS ENDS 
AND PLAYER 
WINS THE 
CONSOLATION 
AWARD 




FIG. 6 - PREFERRED AWARD EXCHANGE SEQUENCE 
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SELECT APPROPRIATE INCREMENTAL 
TEASE AWARD FROM APPROPRIATE ROW 

OF THE DATABASE OF THE PRESENT 
INVENTION; PROVIDE SUITABLE PROMPT 




BONUS ENDS AND 
PLAYER WINS THE 
CURRENT AWARD 
PLUS THE 
INCREMENTAL TEASE 
REVEAL UNSELECT 
AWARD 



REVEAL THE AWARD 
THAT THE PLAYER 
SELECTED AND REVEAL 
UNSELECTED AWARDS 
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BONUS ROUND 
ENDS AND PLAYER 
WINS SELECTED 
AWARD 
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RETURN TO AWARD EXCHANGE 
SEQUENCE OF FIG. 6 




FIG. 7 - TEASE SEQUENCE 
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DO YOU WANT TO KEEP WHAT YOU HAVE OR TRADE IT FOR A 

ORB? 



FIG. 8 
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PLAYER HAS A CURRENT AWARD FROM THE INITIATOR GAME; PLAYER IS 
PREFERABLY TOLD THAT ULTIMATE AWARD EXISTS, SELECT A VALUE FROM 
THE APPROPRIATE AWARD UPGRADE RANGE ROW AND RANDOMLY ASSIGN 
TO A OR B; ASSIGN APPROPRIATE CONSOLATION AWARD TO THE SYMBOL, 
REMAINING FROM A OR B 



DISPLAY THE CURRENT AWARD TO THE PLAYER; INSTRUCT PLAYER THAT 
PLAYER CAN KEEP THE CURRENT AWARD OR EXCHANGE THE CURRENT 
AWARD FOR WHAT IS ASSOCIATED WITH SYMBOL A OR SYMBOL B 
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SET PRIOR AWARD 
UPGRADE TO NOW BE THE 
NEW CURRENT AWARD; 
SELECT ENTRY FROM 
AWARD UPGRADE 
COLUMN AND ASSIGN TO 
REMAINING CHOICE A OR 
CHOICE B; AND SELECT 

ENTRY FROM 
CONSOLATION COLUMN 

OF NEXT ROW AND 
RANDOMLY ASSIGN TO 
CHOICE A OR CHOICE B 





BONUS ENDS AND 
PLAYER WINS THE 
CURRENT AWARD; 
REVEAL UNSELECTED 
AWARD 
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ENABLE PLAYER TO SELECT ONE OF THE HIDDEN 
AWARDS ASSOCIATED WITH A SYMBOL 
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C BONUS ENDS AND 
PLAYER WINS THE 
CONSOLATION AWARD; 
REVEAL UNSELECTED 
AWARD 
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BONUS ENDS AND PLAYER WINS THE 
AWARD UPGRADE; REVEAL 
UNSELECTED AWARDS 



FIG. 9 - ALTERNATIVE AWARD EXCHANGE SEQUENCE 



